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Destruction Derby 2, Broken Sword, Tunnel B1 and Sentient 
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ON FEBRUARY:28 SONY WILL LAUNCH WHAT COULD BE 
ONE OF THE MOST SIGNIFICANT PRODUCTS TO HIT THE 
UK GAMES MARKET FOR YEARS. BUT THIS ISN'T A NEW 
SUPER-CONSOLE, OR A NEW ЗО GRAPHICS CHIP, OR 
EVEN A MOULD-BREAKING SOFTWARE TITLE: IT IS 
THEIR HOME DEVELOPMENT KIT, YAROZE, AND IF 
THINGS GO TO PLAN IT COULD BUMP THE INDUSTRY 


OUT OF A RUT IT'S BEEN PLOUGHING FOR SOME TIME 
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PlayStation Yaroze 








These are examples of what people have been producing so far with the Yaroze's that have been sold in Japan. All of the games shown above have been 
created by home programmers, using the kits that have been bought by potential PlayStation developers of the future. 


aroze's aim 
is to re-ignite the 
back-bedroom 

programming scene 

that peaked with the 

Amiga and started way 

back in the days of the venerable 

Sinclair ZX-80. Every school and college 


contains a few computer nerds, but for 
a brief time during that period they 
became nerds with Ferraris, as the UK 
software industry mined an incredibly 
rich seam of talent. 

In bedrooms all over the land, 
people fiddled with code until the wee 
hours of the morning, pushing the 
envelope of what the systems they 
were working on could achieve, and 
making sure that gaming was kept in 
an almost permanent state of 
revolution. Sure, many of the results 
were agonisingly bad, but don’t forget 
that people like Sid Meier started here, 
and among the dross were sewn the 
seeds of future stellar careers. 

Since then, though, things-have 
changed drastically. The computer- 
game market wént from underground 
to overground with a rush and started 
solidifying into its current form, 


considerable amount of money but 
compare that to the full-blown 
PlayStation development kit, which 
comes in at around the £10,000 mark, 
and we're talking serious bargain. 
Okay, so-you need to have either a PC 
or a Mac as well - though luckily as 
the PlayStation does most of the work, 
these can be quite low-specced 
machines — which bumps up the overall 
cost a bit. But apart from that, the 
Yaroze package contains everything 
you need to start coding (see below). 
‘If you contrast the-development kit 
with- Yaroze we've tried to go fora 
much-more straightforward approach, 
whereby we've based everything 
around using the PlayStation itself for 
development,” says Paul Holman, 
SCEE's development support manager. 
‘The downside of that is that firstly 
you're constrained by the amount of 
memory you have in the PlayStation. 


impact of the decline of home 
programming becomes clear. ‘It’s a 
bigger long-time impact than people 
realise, he says. 'The reason why 
Britain is accredited with so much 
games design - some people bandy 
around figures that one-third of all 
programmes written have British 


dominated by large companies with 
suitably huge budgets. The consoles 
arrived, which effectively locked the 
hobbyist out, and the PC became 
increasingly complex to code for as it 
evolved spasmodically into today's 
multimedia machine. In. short, apart 
from a few hardened shareware 


influence in them — is not because 
we're a fantastically creative nation. It's 
because we had more home computers 
than everyone else and they were 
cheap enough for everybody to-use.’ 

In relative terms, Yaroze is cheap 
too. £549 might-sound like a 


enthusiasts, the back-bedroom 
programming scene first got suffocated 
and then died. 

It’s easy to underestimate the 
importance of all this, and it’s probably 
not until you talk to someone like 
Bullfrog's Peter Molyneux that the full 


The £549 provides you with everything that you need to start 
programming games. on Yaroze, apart from the PC or 
Macintosh. Not only do you get a very sexy black PlayStation 
but.also a serial cable, a compact disc containing a cut-down 
version of the PlayStation development libraries; example 
code, a ‘C’ compiler and debugger, various assorted 
development tools and utilities allowing conversion of 
standard audio and graphics files. Crucially, you also get full 
support too. 
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For development systems we provide 
8MB of memory on a board, whereas 
you only have 2MB of main memory for 
рговгат расе оп (ће Уагоге зузгет. 
ЕТСЯ 
that you can't really make 
use of the CD-drive. We 
provide a disc which has 
got some models that 
you can access, but in 
general it's not designed 
for CD. One of the 
reasons we did this is 
because you have to 
consider why people 

use CD. Either they're 
creating some 

епогтоиз вате, ог 
they're creating things 
with lots of FMV 
EET 
thought that wasn't-really. 
TRETEN 
[EESTI 
people ds possible by making the 
cheapest solution possible." 

Thete are a couple of important 
ПА рт таи чи ата 
probably being memory. Any game 
written for, Yaroze is going to.have to 
(SCORE ACE ARE) 
VRAM and 512k sound RAM) which, in 
ETFI 
seems rather like trying-to cram a very 
large genie back into an extremely 








СИ 
though, it's not as bad as it sounds: 

"If you think about it, when people 
АЗ ЕСТ 
have the same limits — all you're 
talking about is the depth of the 
game. If you take a title like 
АЧ 
up almost a complete 
level in one go and 
then doesn't access 
[TII 
зиеат ой зоте 
music now and again 
for a level. Sure, you 

couldn't create the 
whole of Tomb 
Raider, but you 
could go as far as 
creating one level'. 
Hopefully this will lead the 
focus of Yaroze development along the 
ЕЛИ ТЛ 
TEMPE 
pre-rendered sequences to mask the 
fact that their game is, in fact, a bit 
CIAO 
[TEILS 
— of coutse not. 

The other point is that the CD-drive 
is, forall intents and purposes; 
disabled. This is where the new.back- 
bedroom model differs wildly from the 
original оле: Then, games were 
ТЕТЕЙ 


from the place where they were 
ОАЗА 
be able to burn their own discs and 
start flogging them on the open market 
- especially as Yaroze code will only 
work on Yaroze players. 

Another thing worth pointing out to 
anyone thinking of investing in Yaroze 
is that you're going to be programming 
in ‘C. For all those people with no 
programming experience, we've taken 
part of Sony's sample code for a 
simple Breakout-style game and gone 
through ît to show you what you're 
letting yourself in for (see page 73). 

Anybody now developing headaches 
PETIT 
comforted by 
the fact that 
according to 
Lewis Evans, 
СЕА 
developer support 
engineers working 
on the Yaroze 
project, you're 
probably talking a. 
whole university 
tern to learn it from 
scratch. That said, though, he adds: 'C 
is a completely reasonable language to 
learn. It has to be said that there are 
languages easier tb program in, but 
the vast májorily of them tend to be 
МУ ОУ 
















that they run slower. C is so popular 
because it runs so fast. People can 
learn it off their own back - there are 
loads of books on how to learn C 
ЕТЕТ 
{һеге' епйїе<< геїегепсе апа һер 
simply because it's so popular'. 

“Уои сап сецаниу ри 1овеег 
some simple stuff very quickly,’ says 
Holman. ‘The advantage of using the 
PlayStation libraries is that the nitty- 
gritty hard work has already been done 
for you, in terms of creating a 3D 
world. So if you had any sort of 
programming background at all, or 

maybe just played with BASIC a few 
years ago, you won't find it that hard 
to get into C." 
Intimidating to 
the novice 
though it is, 
going for "С" 
гайһег {һап їһе 
simpler BASIC 
(which is going to 
Бе а! (ће соге оѓ 
Sega's forthcoming 
home-development 
system) was a deliberate 
CON EE 
Уагоге team. 

CASATA 
allow people to have a grown-up 
development system at home,’ Holman 
continues. ‘The libraries it uses аге > 








One of the most crucial aspects to 
Yaroze's success is likely to be the 
Web site. It's through this site that 
Уагоге тетьегз И Бе аЫе 1о де! 
support from Sony, download 
ехатре зошгсе соде, зпошсазе 
TTE 
libraries. Perhaps its most 
important feature, though, is that 
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СИВ У гевегуаопв 
ET 
industry has changed beyond all 
recognition since the days of the 
Amiga and Speccy. 
EET 
aspects we're very aware of, from 
те Јарапезе ехрепепсе, 15 ва! 
wwe don't want to have some lost 
soul in a room all on his own doing 


WEAVING ON THE WEB 


ћіѕ омп дехеіортепі. Ме мапі (0 
make it part of a bigger thing and 
have people working together. 
"Part of the reason for that is 

that, traditionally, you could work 
on your own — you could knock out 
ЕЕРЕЕ 
end and have it on cassette for the 
[EU EIU 
way now. You need a combination 





IET 
which looks professional, and just 





as skilled teams have a mix of pro- 
"Т eeu ce lad 


working together, by providing the 
CES ААЯТ 
site — which everyone has access 
to — we're hoping that people will 
work together. They don’t even 
E 











Introducing 





> taken from the main developer 
libraries which means that if people 
are getting very involved and doing 
some good work, they can go to a 
publisher with a great demo of what 
they've been doing. They don't have to 
rewrite it all — they can actually take 
their work, immediately port it to a full 
development system and then add all 
the extra components they want to.’ 
‘C’ might seem to have a learning 
curve necessitating a good pair of 
crampons, but once 
that's out of the 
way, you're 
virtually there. 
Contrast that with 
the PC, where you 
not only have to 
learn the language, 
but then negotiate 
yourself gingerly 
around the 
idiosyncrasies of 
the machine 
(different hardware 
configurations, 
supporting 
Windows APIs etc.) 
and Yaroze 
development 
seems relatively 
straightforward. 
‘Again the advantage of using the 
PlayStation as a platform for games 
development is that if you were trying 
to create a game for the PC, in 
addition to learning the language itself 
you have to code for every possible 
permutation of the PC, whereas the 























for bringing your 
game forward, but 
you don't have to. 
"When we 
announced this at 
the Develop 
Conference, a number of publishers 
asked if we were going to keep the 
site to ourselves and our members. It's 
an open site. There are no restrictions 
on the thing at all, and so if somebody 
at EA or Virgin also wants to become a 
member and look at what people have 


Here are the men ready to lend their 
support in your bid to be the next Sid 
Meier or Peter Molyneux. Paul Holman and 
Lewis Evans, pictured right, are the men 
behind development support for the Yaroze 
in this country. Best to stay on their good 
side if you want to be a programmer. 


by being the basis 





could unleash a horde of coders into 
the industry with great experience of 
the PlayStation development libraries, 
which is unlikely to do Sony any harm, 
but Holman also states that the 
company wants to ‘open up’ gaming. 

‘There’s a lot of money involved in 
professional games, nowadays, and 
certain publishers are quite rigid in 
їһеїг їһїпКїпг аһоиї м/һаї таКе5- а 
good game. Yaroze opens it up for 
people to do whatever they like and 
we're hoping that some fairly wacky 
things will come out of it.’ 


THERE ARE NO COPYRIGHT AGREEMENTS ON 
YAROZE... ONCE SOMETHING’S BEEN WRITTEN, IT’S 
FOR /THE CODER TO DECIDE WHAT TO DO WITH IT 


PlayStation is much simpler. You’ve got 
a very well-defined interface, and a 
proven interface in that the libraries 
have been used for several years. And I 
think it's relatively straightforward if 
you have the inclination for it.' 

In a surprise move to many people, 
Sony haven't slapped any copyright 
agreements on Yaroze. Essentially, once 
something's been written, it's up to the 
coder to decide what to do with it. 

‘It’s your copyright, it’s your code,’ 
comments Holman. ‘As far as Sony are 
concerned we'd love you to come to 
us, and we'll help as much as possible 


done, there's nothing to stop them.” 
Naturally, Sony aren't releasing 
details of their enrolled members, but 
the development community is keenly 
interested in the whole project. On the 
one hand they can scout upcoming 
talent and on the other they've 
suddenly got rather cheap kits that 
they can give to any member of their 
staff who wants one (not easy when 
the current kit is 10 grand a pop). 
What, though, do Sony get out of 
the whole thing? Is this really just an 
exercise in corporate philanthropy? 
Well, to an extent yes. Okay, so Yaroze 











The Japanese have had the system 
for a couple of months, now, and 
though nothing truly sensational has 
surfaced yet, Holman maintains that 
the Yaroze members are still feeling 
their way through the techniques and 
the established genres. One of the 
surprising things that has come to light 
is how-hard the games are. PSM saw a 
couple of the early shoot ’em ups 
produced and; in common-with the 
Yaroze team at the 
London offices, only 
managed a few seconds 
of gameplay before 
being wiped off the 
screen. At the moment, 
the platform probably 
represents the last word 
in hardcore gaming. 

While at the moment 
Yaroze games are mainly 
fairly basic shoot 'em 
ups, or exercises in 3D 
graphics manipulation, 
the potential is 
enormous, Given the right people 
working on a title, Holman estimates 
that something on a par with Ridge 
Racer is perfectly feasible. 

As for Sony’s ambitions for the 
project, the official business plan 
suggests a couple of thousand units 
will be sold across Northern Europe, 
with.most of those being in the UK. 
Holman reckons this is under-optimistic 
and, anyway, sales are not the key 
issue. Then what is? How can the 
success of the venture be measured? 

‘One thing that's been said is that, 
ultimately, if further down the road 
someone has the Tomb Raider of 1999, 
and when asked how they got the 
game together it turns out they started 
off using Yaroze, and then took 
it to a publisher, that for me 
would be the best thing.” 
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Part of the kit you will be supplied with will include CDs and memory 
cards, allowing you to access the information required for programming. 
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Just to show you what you're up against, this is the main loop of 
some of Sony's sample code for a simple 2D Breakout-style game. 
This loop is executed between 60 and 50 times per second 
(depending on whether it's running NTSC or PAL): 





out now on video 
...he's just an ordinary 


GIRL-CRAZY schoolboy... 
Ву S. Ч j 


// main loop: repeatedly performed 60 times 
per second while (QuitFlag -- 

FALSE) {DealWithControllerPad(); 

// act on player's choices from controller 
pad HandleAlLlObjects(); // movement, 
collision detections, brick destruction, etc 
activeBuffer = GsGetActiveBuff(); 

/i-ubich buffer is active ? 

// set scratch pad for system graphic cal- 
culations GsSetWorkBase( (PACKET *) 
GpuPacketAreaLactiveBuffer] ); 

// clear the ordering table GsClearOt(0, O, 
&WorldOrderingTableLactiveBuffer1); 

// put background rectangle into ordering 
table GsSortBoxFill(&BackgroundRectangle, 
&WorldOrderingTableLactiveBufferl, 0); 

// put player's spriteinto ordering table 
GsSortSprite(&PlayersSprite, 
&WorldOrderingTableCactiveBuffer], 0); 

// put ball's sprite into ordering table 
GsSortSprite(&BallsSprite, 
&WorldOrderingTableCactiveBuffer], 0); 

// put all bricks' sprites into ordering 
table for (i = 0; i < MAX_BRICKS; i++) {if 
(BricksArrayLil.alive == 

TRUE) {GsSortSprite(&(BricksArrayLil.sprite), i = 
&WorldOrderingTableCactiveBuffer], 0);} na 


DrawSync(0); but now he's got the power to 


Veli 1 + а а 1 = = 
А НЕ Ы аа ou make them fall at his feet! 


// wait for V BLANK (TV screen-redraw 
interrupt) GsSwapDispBuff(); 
// swap drawing and display buffers 
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992 Kazuo Koike * Go Nagai * Dynamic Planning, Inc. « Nippon Crown. All Rights Reserved. 
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Hilarious animated far e n A.D. Vision UK 





Qut 24 March 1997 

RRP - £12.99 

Running time approx. 40 minut 
Certificate 18 (Pending) 
English Subtitled 


THINGS TO COME : | Catalogue No: VHSHB/001 


As yet nothing else is on offer, though the Japanese scheme has Available from all good video stores or 
already done a deal with the company behind Lightwave to hy direct order from A. D. Vision UK 
provide their software free to all members. According to Holman, to Р 
as this is a non-profit making project, if it expands beyond 
expectations then the European branch can start doing the same 
thing and channel the revenue into free or heavily discounted 
software. In the meantime there are a few applications on the 
market which might be worth looking at. £300 will buy you a copy 
of Metrowerks' CodeWarrior for PlayStation and give you a slightly 
friendlier development environment. Adobe's PhotoShop could 
come in useful, too, for graphics manipulation, as could a low-end 
3D application. But there are plenty of good shareware programs 
that should provide you with at least some of the functionality you 
might otherwise have to pay through the nose for. 








| ENCLOSE A CHEQUE / 
ORDER FOR £13.99 (INCL 


AND PACKAGING) MADE P. 
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ORDER FORM TO 





A.D. VISION UK 





TELEPHONE: PO BOX 9 
BANGOR LL57 1ZA 
TEL:- 01248 370044 
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